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1
SHOOTING GAME MACHINE

1. FIELD OF THE INVENTION

This invention relates to an improvement of a shoot-
ing game machine in which movable members are dis-
posed on lanes, and are movable thereon, and are
adapted to be hit by a player so as to prevent them from
reaching a goal.

2. DESCRIPTION OF THE RELATED ART

Heretofore shooting game machines have been
known, in which movable members are hit by a gun
adapted to be operated by a player. A variety of ma-
chines have been available.

One of such machines comprises a plurality of lanes
having a starting point and a turning point at ends
thereof, movable members which are able to start from
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the starting point and are able to turn at the respective -

turning point to march toward a goal. In such a ma-
chine, a game is over when at least one of the movable
~ members reaches the goal.

During the game, when it is shot by the gun operated
by the player, the movable member returns to the start-
ing point and restarts therefrom. Then the player fur-
ther tries to hit the restarting movable member, and can
enjoy the game by preventing the movable member
from reaching goal during the predetermined certain
period of time.

In a conventional shooting game machine, the start-
ing point and the turning point of individual lanes are
always fixed, and the distance therebetween remains the
same.

This implies that difficulty of the shooting game itself

does not change at all from the beginning to the end,
and accordingly the player will become less tense and
be less interested in the game as it goes on.

With such a shooting game, it is a must to keep the.

player interested in the game, tense and excited even if
he plays the game repeatedly.

Generally, the shooting game machine is adapted to
be such that the player enjoys the game by operating a
gun to shoot targets.

In addition, the conventional shooting machine is
designed only to cause the hit movable members fall
down backwardly, and cannot enable the player visu-
ally to produce the situation in which the individual
movable member is shot.

There have been a number of shootmg game ma-
chines in which the gun emits light beams, or infrared
rays. Therefore, it has been required to perform the hit
action resembling the real hit action so neatly that the
player can visually produce the situation in which the
movable members are shot by his gun.

SUMMARY OF THE INVENTION

Therefore it is an object of this invention to provide
a shooting game machine, which can increase difficulty
of the game according to the progress of the game so
that the player can enjoy the game with tension, excite-
ment, and satisfaction.

It is another object of this invention to provide a
shooting game machine which is adapted to enable the
player to visually produce the situation in which the
individual movable member is shot.

To accomplish the first object of the invention, there
is provided a shooting game machine comprising: a
plurality of lanes having a starting point and a turning
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point at ends thereof respectively; a plurality of mov-
able members which are able to start from the starting
point and able to turn at the respective turning point to
march toward a goal; hitting means adapted to be oper-
ated by a player for hitting the movable members in an
effort to prevent the movable members from reaching
the goal; movable member control means for returning
the hit movable members to the starting point and re-
starting them therefrom; and means for moving the
turning point toward the starting point so as to shorten
the distance between the starting point and the goal and
to make the game more difficult each time the movable
members reach the turning point.

To achieve the second object of the invention, the
shooting game machine is characterized in that each of
the movable members comprises a character portion
bearing a character, a target portion at which the player
may take aim, and a hit detector disposed in the target
portion so as to detect the hitting of the movable mem-
ber. Each of movable member is adapted to fall down

by the reaction of the hitting and to move toward the

starting point so that the player can visually produce
the situation in which the individual movable member is
shot.

In operation, when a game is started, individual mov-
able members begin to move from the starting points to
the turning points on individual lanes.

Then the movable members reach the turning points,

and shift their courses toward goals. The starting points
and the goals may be provided separately, or the start-
ing points may also serve as the goals.
A player operates hitting means and hits the movable
members one after another in an effort to prevent them
from reaching the goals The hitting means may be a gun
adapted to be operated by the player Each time the
movable members are hit, they return to the starting
points and restart therefrom.

The game machine of this invention is characterized
in that when a movable member is hit after it reaches
the turning point, the turning point is shifted toward the
starting point so as to shorten the distance between the .
starting point and the goal via the turning point.

Since the distance between the starting point and the
goal is long enough at the beginning of the game, even
a player unfamiliar to the game can hit the movable
members with ease and can enjoy the game.

When a number of the movable members reach the
turning points, the distances between the starting points
and the turning points are gradually shortened, making
the shooting game more difficult. In other words, the
player is required to hit movable members on respective
lanes while paying attention to the positions of respec-
tive turning points.

Since the game becomes gradually harder as it goes
on, the player can enjoy it while feeling tense.

At the latter stage of the game, since the distances
between the starting points and the turning points are
shortened on a number of lanes, the player must be
always attentive, which will keep him much excited and
satisfied during and after the game.

When this invention is applied to a shooting game
machine, the hitting of the movable member is detected
by a hit detector. If it is hit, the movable member is
caused to fall down by the reaction of the hitting and
move toward the starting point.

Such a series of the hitting of the movable members
resembles the real hit action so that the player can visu-
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ally enjoy the situation in which the individual movable
member is shot and knocked off by his gun.

To sum up, while playing the shooting game, the
player can not only enjoy the hitting of the moving
targets but also visually produce the situation in which
the individual targets are shot and knocked off. In other
words, the player can enjoy the shooting game as if he
actually operates a real gun, and will be more excited
and satisfied than when he plays the shooting game with
a conventional shooting game machine.

The above and other advantages, features and addi-
tional objects of this invention will be manifest to those
versed in the art upon making reference to the follow-
ing detailed description and the accompanying draw-
ings in which a preferred structural embodiment incor-
porating the principles of this invention is shown by
way of illustrative example.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1(A) to 1(H) are schematic views showing the
operational principles of a shooting game machine ac-
cording to this invention;

FIG. 2 is a schematic view showing the configuration
of the shooting game machine of FIG. 1;

FIG. 3 is an elevational view showing the arrange-
ment of driving systems such as targets illustrated in
FIG. 2;

FIG. 4 is an elevational view taken along the line
IV—IV of the driving system shown in FIG. 3;

FIG. § is an elevational view showing the movement
of a movable member on rails illustrated in FIGS. 3 and
4

FIG. 6 shows a member for mounting a first movable
member;

FIG. 7 shows a hook attached to a second movable
member;

FIG. 8 shows a sensor for detecting approach of the
first and second movable members;

FIG. 9 illustrates a monster used as a movable mem-
ber; and

FIG. 10 is an enlarged side view of a monster in a
simplified shape, showing the monster’s hit action.

DETAILED DESCRIPTION

The principles of this invention are particularly useful
when embodied in a shooting game machine, such as
shown in the accompanying drawings. Here in this
specification, the term “shooting” means hitting a target
by a bullet, emitted from a light-beam gun or a BB (air)
gun, or hitting a target by a hammer or the like.

FIG. 2 shows an example of a shooting game machine
according to this invention. The shooting game ma-
chine includes a plurality of lanes 14q, 14} . . . 14e which
are in parallel to one another and extend toward the
player, and monsters 12a, 12b . . . 12¢ as movable mem-
bers which are movable along the lanes 14a, 145 14e.

Caves 10a, 105.. . . 10e are disposed at the backward
end of the lanes 14a, 14b . . . 14¢ and serves as the start-
ing points and goals On the forward end of the lanes
14q, 14 . . . 14e near the player are movably disposed
treasures 16g, 165 . . . 16¢, which define the positions of
the turning points of the monsters 12, 12b. . . 13e. Thus
each treasure 16a, 16b . . . 16e serves as a turning point
defining member.

In the shooting game machine, just on the start of the
game, doors of the caves 10a, 105 . . . 10¢ open and a
plurality of monsters 12a, 125 . . . 12e as targets start
marching toward the treasures 16a, 165 . . . 16e along
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the corresponding lanes 14q, 145 . . . 14e. The individual
monsters 12a, 12b . . . 12e continue progressing until
they reach the treasures 16a, 165 . .. 16¢ at the forward
end of the associated lanes 14a, 145 . . . 14¢, whereupon
the monsters 12a, 12b . . . 12e shift their courses and
return to the caves 10g, 105 . . . 10e, carrying the trea-
sures 16a, 165 . . . 16e. When at least one of the treasures
16a, 16b . . . 16e is brought into the cave 10, then the
game is over.

In the above-mentioned shooting game machine, a
gun 18 is used as hitting means adapted to be operated
by the player to shoot the movable members 124, 125 .
. . 12e. From the gun 18, beam light 18a instead of a
bullet is thrown.

When a monster is hit by the beam light 184 during
progressing to get the treasure 16a, 165 . . . 16e, the
monster 12a, 125 . . . 12¢ makes an effect sound and
returns to the cave 10a, 105 . . . 10e , and after a while
comes out from the cave 10 to try again to take the
treasure 16.

The present invention features that when the monster
12 is hit by the beam light during carrying the treasure
16 back to the cave 10, the monster 12 leaves the trea-
sure 16 there and returns to the cave 10. When the
monster 12 reappears from the cave 10, the distance
between the cave 10 and the treasure 16 is shorter than
when the game was started, thereby making the game
more difficult.

FIG. 9 shows an example of the monster 12 to be used
for the above embodiment The monster 12 comprises a
character portion 20 on which a monster’s face, for
example, is drawn, and a target portion 22 at which the
player 100 may take aim. In the target portion 22, a light
receiving element 24 is dlSpOSCd and serves as a hit
detector

When the beam light 18a strikes on the target portion
22 of the monster 12, this hitting is detected by the light
receiving element 24 to causes the monster to take the
following hit action.

This hit action is a combmatlon of a falling action in
which the target monster 12 falls down by the reaction
of the ‘bullet’, and a bumping action in which the target
monster 12 is moved away from the player 100.

It is thereby possible to perform the hit action resem-
bling the real hit action neatly so that the player 100 can
visually enjoy more pleasantly the situation in which
the monster 12 is shot by the beam light 18a fired from
the player’s gun, giving a touch of increased excitement.

To control the hit action of the monster 12 the ma-
chine has a falling-action control unit 26 and a bumping-
action control unit 28.

Upon receipt of the beam light 18a by the light re-
ceiving element 24, the falling-action control unit 26
causes the monster 12 to be inclined away from the
player 100 by a predetermined angle as shown in FIG.
10.

Concurrently with the falling action, the bumping-
action control unit 28 causes the monster 12 to return to
the cave 10 at a predetermined speed, and to reappear
from the cave 10 repeatedly.

As mentioned above, upon striking of the beam light
184 on the target portion 22, the monster 12 makes a
combined action, i.e. falling action and a bumping ac-
tion. The monster 12 plays visually a succession of indi-
vidual hit motion; that is, the monster 12 when hit is
knocked off backwardly.

In addition, the monster 12 has a large mouth 30 in
the character portion 20. The mouth 30 is normally
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closed and is openable widely when the monster 12 is
hit and falls down backwardly. With the shooting game
machine of this invention, the hit action of the monster
12 can be performed with a comical touch. Also, if
opening the mouth widely is accompanied by a desired
effect sound, it is possible to simulate the real situation,
with higher fidelity, that the monster 12 is rushing away
to the cave 10 for dear life.

The operation of the shooting game machine will be
described below with reference to FIG. 1. In FIG. 1,
. letters S and G stand for the starting point and goal
{cave 10) for the monster, respectively; and P, the turn-
ing point where the treasure 16 is disposed.

Just on the start of the game, doors of the caves 10a,
105 . . . 10e open and monsters 12a, 125 . . . 12¢ start
marching toward the treasures 16a, 165 . . . 16e corre-
sponding to them.

Under this condition, the distance between the start-
ing point S and the turning point Pois long enough, and
the player can take aim at the marching monsters 12a,
125 . .. 12¢ and hit them with some ease to drive them
away before they reach the treasures 16. A monster 12
hit by the beam light 18a returns to the cave 10 and after
a while comes out therefrom again to take the treasure
16. Since the way to the treasure 16 is still long enough,
the player can strike on the monster 12 to drive it away
with ease.

Before long any of the monsters 124, 12b. . . 12¢ may
reach the treasure 16 as shown in FIG. 1(B). As soon as
it gets to the treasure 16, the monster 12 shifts its course
s0 as to bring the treasure 16 back to the cave 10 (goal
G) as shown in FIG. 1(C).

If it is hit by the beam light 18a during progressing to
the goal, the monster 12 leaves the treasure 16 there and
returns to the cave 10. After a while the monster 22
comes out from the cave 10 to try again to take the
treasure 16. However, since the distance between the
starting point S and the turning point P is shortened on
the lane 14, where the monster 12 leaves the treasure 16,
compared with those of the other lanes, the monster 12
can arrive at the treasure 16 and carry it back to the
cave 10 if the player is paying attention to other mon-
sters 12 on other lanes 14, as illustrated in FIGS. 1(F)
and 1(G).

Under this condition, the player 100 should make an
effort to hit monsters 12 on the other lanes to drive them
away while paying special attention to the monster 12
moving along the lane 14 whose distance is shortened
between the treasure 16 and the cave 10. If the player
100 is less attentive, the monster 12 will be able to bring
the treasure 12 into the cave 10.

As the game goes on, the treasures 16a, 165 . . . 16¢
disposed on the lanes 14a, 145 . . . 14¢ are pulled toward
the caves 10a, 105 . . . 10e, thereby rendering the game
more difficult and more exciting. Therefore the player
100 becomes tense and concentrated on the progress of
the game in order to hit the monsters 12a, 125 . . . 12¢
~ moving on the lanes 14, 145 . . . 14e. The game itself
becomes more exciting as it progresses, and reaches a
climax at the end thereof.

Even if any of the treasures 16 is brought into the
cave 10 before lapse of the predetermined period of
time and the game is over, the player 100 can enjoy the
climax of the game just before the game is over, and will
feel satisfied as he can taste the aftermath of tension and
excitement felt during the game.

FIG. 3 is a plan view showing a system for driving
the monsters 12 and the treasures 16, and FIG. 4 is a
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6
sectional view of the driving system, taken along the
line IV—1V of FIG. 3.

Each of the lanes 14 is composed of a pair of channel-
shaped rails 40 as shown in FIG. 5. The movable mem-
bers such as the monsters 12 and the treasures 16 are
adapted to move along the rails 40 by means of wheels
4, 42.

In FIGS. 3 and 4, reference numeral 50 designates a
first movable member, on which a monster is fixed.

A body frame 54 for the first movable member 50
includes a wire mounting plate 52 fixed at the lower end
thereof and projecting downwardly. The wheels 42 are
pivotally supported at both sides of the frame 54, and
are housed in the rails 40.

A drive pulley 46 and a driven pulley 48 are disposed
at lower sides of the rails 40, and are faced each other.
A wire 32 laid around the drive and driven pulleys 46,
48 are led to the wire mounting plate 52 and fixed
thereon via springs 34, 36.

When the drive pulley 46 is rotated counterclockwise
as shown in FIG. 4, the first movable member 50 causes
the monster 12 to move toward the player. When the
pulley 46 is rotated clockwise, the first movable mem-
ber 50 causes the monster 12 to move toward the cave.

FIG. 6 is an enlarged side view of a monster 12
mounted on the first movable member 50.

The monster 12 is fixed at one end of a support 60
(disposed on the body frame 54) via an inner frame 64a
and an outer frame 64b so as to be rocked right and left,
or back and forth during its progressing. To be more
specific, the inner frame 64a is mounted at the end of the
support 60 via an axis 62a so that it is rockable back and
forth during the forward movement of the character
portion. In addition, the outer frame 640 is attached to
the end of the inner frame 64a via the axis 62b so that
the outer frame 645 is rockable right and left during the
forward movement of the character portion. The char-
acter portion 20 of the monster 12 is integrally attached -
to the outer frame 64b, so that the character portion 20
is rocked back and forth together with the inner frame
644, and is rocked right and left together with the outer
frame 64b.

In this embodiment, the monster 12 is adapted to
move along the lane 14 with its character portion 20
rocking right and left. A roller mounting frame 65a is
integrally mounted in the inner frame 64a. And a roller
655 is pivotally mounted at the tip of the roller mount-
ing frame 65a. An eccentric rod 65¢ from the roller 654
is attached to right side of the outer frame 64b (not
shown) viewed in the forward direction. When the
monster 12 is caused to move, the roller 65b in contact
with an upper surface 40a of the rails 40 begin rotating,
and causes the right side of the outer frame 64b, which
is connected to the roller 655 via the eccentric rod 65¢,
to move vertically. Thus the outer frame 64b rocks,
around the axis 62b, right and left in the forward direc-
tion. Thus the monster 12 moves along the lane 14 while
rocking its character portion 20 right and left.

A solenoid 66 is fixed on the support 60, and a rod 68
for operating the solenoid 66 is fixed to the inner frame
644 via a link 71 :

Therefore the solenoid 66 is operated to cause the
character portion 20 to fall down backwardly together
with the inner frame 64a. Each time the monster 12 is
hit, the solenoid 66 is operated to let the character por-
tion 20 fall down in the reaction of the hitting.

Concurrently the roller 65bmoves upwards together
with the inner frame 644 and is out of contact from the
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rails 40. When the movable member 50 goes back to the
cave 10 under this condition, the character portion 20 is
not rocked right and left.

In FIGS. 3 and 4, reference numeral 70 stands for a
second movable member, on which the treasure 60 is
disposed.

The second movable member 70 is adapted to move
along the rails 40 by means of the wheels 44 disposed on
both sides of the body frame 72. A hook 74 is rotatably
disposed in the body frame 72. Operation of a solenoid
78 causes the hook 74 to be rotated clockwise as shown
in FIG. 4. The hook 74 makes an engaging portion 76 at
its end engage with the end of the body frame 54 of the
first movable member 50.

FIG. 7 is an enlarged view of the hook 74 viewed in
the direction A shown in FIG. 3. A brake plate 79 is
attached at the rear end of the hook 74, and comes into
frictional contact with the upper surface 40a of the rails
40 The brake plate 79 remains separated from the upper
surface of the rails 40 while the engagement portion 76
of the hook 74 is in contact with the first movable mem-
ber 50 On the other hand the brake plate 79 comes into
pressure contact with the upper surface 40¢ of the rail
40 when the hook 74 is disengaged from the first mov-
able member 50.

The hook 74 is normally apart from the first movable
member 50. Then the brake plate 79 is pressed toward
the rails 40 by the hook 74, and is adapted to brake the
second movable member 70.

When the first movable member 50 comes near the
second movable member 70, a sensor 80 (to be described
later) detects this and causes the tip of the hook 74 to be
engaged with the first movable member 50. Then the
second movable member 70 is released from the braked
condition, and moves along the rails 40 together with
the first movable member 50.

The first and the second movable members 50 and 70
include the sensor 80 for detecting their mutual ap-
proach.

As shown in FIG. 8, the sensor 80 comprises a light
emitting element 824 and a light receiving element 826
which are disposed on a side of the first movable mem-
ber 50 and are faced each other vertically, and a light
shielding plate 84a disposed on a side of the second
movable member 70. When the first movable member
50 approaches the second movable member 70, the light
shielding plate 84 shields the light path of the elements
82a and 825, detecting the approaching first movable
member 50. )

When the monster 12 (first movable member 50)
comes out from the cave 10 and reaches the treasure 16,
the sensor 80 detects this and causes the monster 12 to
stop moving. Concurrently the solenoid 78 of the sec-
ond movable member 70 is operated to have the hook
74 engaged with the first movable member 50 as illus-
trated in FIG. 4. Then the second movable member 70
is freed from the braked condition.

Immediately after the above process, the drive pulley
46 is reversely rotated, and the first movable member 50
having the monster 12 thereon begins to retreat toward
the cave 10 together with the second movable member
70 bringing the treasure 16.

If the beam light 184 from the player 100 strikes on
the monster 12 during the retreat, the second movable
member 70 operates the solenoid 78 according to the
signal from the light receiving element 24 serving as the
hit detector, releases the first movable member 50 from
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the hook 74, and stops there following the braking ac-
tion of the brake plate 79.

At the same time, the first movable member 50 oper-
ates the solenoid 66, shown in FIG. 6, to cause the
character portion 20 to fall down backwardly in the
reaction of the hitting action. Besides the drive pulley
46 is accelerated to make the monster 20 return to the
cave 10 as if it is knocked off by the reaction of the
hitting action.

When the first movable member 50 comes near the
cave 10, a sensor, not shown, detects the position of the
movable member 50 and causes the member 50 to be
stopped in the cave 10.

While this invention has been particularly described
with reference to the preferred embodiment thereof, it
will be understood by those skilled in the art that vari-
ous changes in form and detail can be made therein
without departing spirit and scope of the invention as
illustrated.

In the foregoing embodiment, the monsters 12a 125 .
. . 12¢ are adapted to be movable along the lanes 14q,
145 . . . 14¢ which are disposed horizontally. However
this invention is also applicable to a shooting game
machine in which monsters 124, 125 . . . 12¢ are movable
along vertically disposed lanes 14q, 145 . . . 14e.

In the described embodiment, when it is hit by the
beam light while carrying the treasure 16 to the cave 10,
the monster 12 leaves the treasure 16 there and returns
to the cave 10 alone. It is also feasible that several posi-
tions are predetermined for. the monster 12 to leave the
treasure when it is hit on its way back to the cave. When
it is hit on its first return to the cave, the monster 12
leaves the treasure 16 at a first position On its second,
third . . . return, the monster 12 leaves the treasure 16 at
a second, a third . . . position which is nearer the cave
10.

Although the gun 18 for emitting the beam light 182 -
is described as an example of a gun, any other guns such
as ultrared beam guns or BB (air) guns may be usable as
the hitting means. )

The gun 18 is described as the hitting means in the
foregoing embodiment, but any type of hitting means is
also applicable. For example, a hammer-shaped member
may be used to knock down the monsters 124, 125 . . .
12¢ instead of the hitting action by the gun 18. Any kind
of members can be used as hitting means.

The monsters 124, 12b . . . 12e are described as the
movable members in the above embodiment, but they
may be replaced with any members having a variety of
characters. In addition, the treasures 16 as the turning
points may be of any other members according to the
scenarios of the shooting game.

In the shooting game machine according to this in-
vention, the player tries to hit the respective movable
members marching from the starting point to the goal
via the turning point so as to prevent them from reach-
ing the goal. Each time the movable members reach the
turning point, the turning point is moved toward the
starting point so as to shorten the distance between the
starting point and the turning point and to make the
game more difficult. Therefore the shooting game ma-
chine can keep the player tensioned, excited from the
beginning till the end of the game.

What is claimed is:

1. A shooting game machine comprising:

(a) a plurality of lanes having a starting point and a

turning point at ends thereof respectively;
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(b) a plurality of movable members which are able to
start from said starting point and are able to turn at

the respective turning points to march toward a

goal;

(c) hitting means adapted to be operated by a player
for hitting said movable members in an effort to
prevent the movable members from reaching the
goal;

(d) movable member control means for returning said
hit movable members to the starting point and
restarting them therefrom; and

(e) means for moving the turning point toward the
starting point so as to shorten the distance between
the starting point and the goal and to make the
game more difficult each time said movable mem-
bers reach the turning point.

2. A shooting game machine according to claim 1,
wherein said turning point moving means is such that
the respective turning point of said lanes are moved
toward the starting point together with said movable
members during a period of time before said movable

" members are hit by the player and after they reach the
turning points so that the distance between.the starting
point and the goal is gradually shortened so as to make
game more difficult and exciting.

3. A shooting game machine according to claim 2,
wherein said hitting means is a gun adapted to be oper-
ated by the player for shooting said movable members.

4. A shooting game machine.according to claim 1,
wherein said turning point moving means includes a
turning point defining member defining the turning
point of the respective lane, said turning point defining
member being movable toward the starting point to-
gether with said movable members during a period of
time before said movable members are hit and after they
reach the turning point so that the distance between the
starting point and the goal is shortened so as to make the
game more difficult and exciting.

5. A shooting game machine according to claim 4,
wherein when reaching said turning point moving
means, said movable members move toward the starting
point while pulling said turning point moving means by
using a joint member, and when said movable members
are hit and released from said turning point moving
means, said movable members return to the starting
point.

6. A shooting game machine according to claim 5,
wherein said hitting means is a gun adapted to be oper-
ated by the player for shooting said movable members.

7. A shooting game machine according to claim 6,
wherein each of said movable members comprises a
character portion bearing a character, a target portion
at which the player may take aim, and a hit detector
disposed in said target portion so as to detect the hitting
of the individual movable member, each said movable
member being adapted to fall down by the reaction of
the hitting and to move toward the starting point so that
the player can visually produce the situation in which
the individual movable member is shot.

8. A shooting game machine according to claim 7,
wherein said lanes extend toward the player, said mov-
able members being mounted one on each of said lanes
so as to be movable along said lanes independently of
one another.

9. A shooting game machine according to claim 8,
wherein said movable member control means includes a
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character driving member to cause said character por-
tion to fall down and move toward the starting point so
that the player can visually produce the situation in -
which individual movable member is shot.

10. A shooting game machine according to claim 9,
wherein said character portion of each said movable
member has a mouth which is normally closed and
openable widely when the individual movable member
is hit and falls down backwardly so that the player
visually produce the situation in which the individual
movable member is shot.

"11. A shooting game machine according to claim 7,
wherein said movable member control means includes a
character driving member to cause said character por-
tion to fall down and move toward the starting point so

. that the player can visually produce the situation in
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which individual movable member is shot.

12. A shooting game machine according to claim 4,
wherein said lanes extend toward the player, said mov-
able members being mounted one on each of said lanes
50 as to be movable along said lanes independently of
one another.

13. A shooting game machine according to claim 1,
wherein said hitting means i$ a gun adapted to be oper-
ated by the player for shooting said movable members.

14. A shooting game machine according to claim 13,
wherein each of said movable members comprises a
character portion being a character, a target portion at
which the player may take aim, and a hit detector dis-
posed in said target portion so as to detect the hitting of
the individual movable member, each said movable
member being adapted to fall down by the reaction of
the hitting and to move toward the starting point so that
the player can visually produce the situation in which
the individual movable member is shot.

15. A shooting fame machine according to claim 14,
wherein said lanes extend toward the player, said mov-
able members being mounted one on each of said lanes
so as to be movable along said lanes independently of
one another.

16. A shooting game machine according to claim 14,
wherein said movable member control means includes a
character driving member to cause said character por-
tion to fall down and move toward the starting point so
that the player can visually produce the situation in
which individual movable member is shot.

17. A shooting game machine according to claim 16,
wherein said character portion of each said movable
member has a mouth which is normally closed and
openable widely when the individual movable member
is hit and falls down backwardly so that the player
visually produce the situation in which the individual
movable member is hot.

18. A shooting game machine according to claim 14,
wherein said character portion of each said movable
member has a mouth which is normally closed and
openable widely when the individual movable member
is hit and falls down backwardly so that the player
visually produce the situation in which the individual
movable member is shot.

19. A shooting game machine according to claim 1,
wherein said lanes extend toward the player, said mov-
able member being mounted one on each of said lanes so
as to be movable along said lanes independently of one

another.
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